THE INTERPERSONAL METADISCOURSE IN FINDING









 This chapter deals with the findings found in this study after the analysis 
done. The findings are gathered from Skripsi of male and female students in 
English Language and Education Study Program (ELESP) which has been 
analyzed based on Hyland’s theory about interpersonal metadiscourse.  This 
chapter is focused on interpersonal metadiscourse markers that appear in Finding 
and Discussion section of Skripsi. 










1. English Learning Activities for Year 
Seven as Represented in The Teacher’s 
Statements in The Lesson Plans 
(Aperina Indira Kartini/ 2215102119)
26 7 - - 6 39
2. Lexical Semantic Errors in Basic Writing 
Text of English Department State 
University of Jakarta Students
 (Bestari Imandari Budi Santoso/ 
2225106441) 
20 28 - 34 33 115
3. Language Learning Strategies Used by 
Electronic Vocational School Students in 
Their Reading Activity
(Dessy Viyandhini./ 2215106389)
59 8 - 3 2 72
4. The Use of Teacher’s Talk in Handling 
Students’ Misbehavior 
(Gulid Juliandi / 2215796247)
40 31 1 7 - 79
5. Students’ Attitude Toward The 
Acquisition of English Vocabulary 
Through Video Games 
(Ray Montano/ 2215096252)
10 19 3 2 4 38
6. Nonverbal Communication in Academic 
Presentation Classes at ED UNJ: A Case 
Study
(Ray Montano/ 2215096252)
34 1 - 2 - 37
TOTAL USED per MARKER 189 94 4 48 35 380
4.1 Types of Interpersonal Metadiscourse Markers 
Table 2. The Overall Number of Interpersonal Metadiscourse Used by Finding and 
Discussion Section of ELESP Students’ Skripsi in 2014
The first research question of this study is “What are the types of 
interpersonal metadiscourse used in the Finding and Discussion section of 
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students’ Skripsi in English Language and Education Study Program? To answer 
this question, the researcher has analyzed the Skripsi of students in English 
Language and Education Study Program in 2014 based on Hyland’s interpersonal 
metadiscourse markers. Total number of words employs from the six Skripsi is 
23.776 running words. Table 1 above shows the type and the total number of 
interpersonal metadiscourse markers used by students’ Skripsi in English 
Language and Education Study Program in 2014. 
NO. INTERPERSONAL FEATURES FREQUENCY PERCENTAGE
1 Hedges 189 51.1%
2 Boosters 94 25.4%
3 Attitude Markers 4 1.1%
4 Self - Mention 48 13.0%




Table 2. The Overall Number and Percentage of Interpersonal Metadiscourse Used by 
Finding and Discussion Section of ELESP Students’ Skripsi in 2014
Based on the table and bar chart above, Finding and Discussion Section of 
students’ Skripsi use all the types of interpersonal metadiscourse with variety of 
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numbers. As we can see that Hedges become the most frequent interpersonal 
metadiscourse markers while Attitude marker is the least frequent types of this 
sub category. 
4.2 Frequency of Interpersonal Metadiscourse Markers 
The second research question is “How is the frequency of interpersonal 
metadiscourse used in the Finding and Discussion section of student’s Skripsi in 
English Language and Education Study Program?” to answer this question, the 
researcher has separated the use of each feature of interpersonal metadiscourse 
used by students’ Skripsi of English Language and Education Study Program in 
2014. After analyzing the corpus, the result of the data is displayed using a bar 
chart to see the frequency of interpersonal metadiscourse markers starting from 
the most frequent to the least frequent. 
Figure 1. Percentages of Interpersonal Metadiscourse Markers used in Finding and 
Discussion Sections of ELESP Students’ Skripsi in 2014
Table 2 and Figure 1 also show frequency of interpersonal metadiscourse 
used by English Language and Education Study Program (ELESP) students’ 
Skripsi of 2014 in Finding and Discussion Section. As noted above, Hedges 
become the highest feature used. Below are the examples of Hedges. 
Extract I ( Hedges): 
 “This perhaps because the lingua franca that used in video games are 
mostly in English, beside in Japanese too” 
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 “Thus, it might bring a sort of positive influence, in this case to their 
English skills, to the players who had been exposed by a substantial 
amount of vocabularies from video games that they played.”
 “Therefore, researcher manipulated video games content into several 
vocabulary tests form and then gave it to the students for tested whether 
they are likely can acquired/learned something, in this case vocabulary 
knowledge, from video games they played.”
Extract 1 shows some examples of Hedges used by Skripsi. Words such as 
perhaps, might, likely emphasize the information to be presented as an opinion 
rather than a fact and therefore open it to negotiation. 
The second most frequent type of interactional metadiscourse is Boosters as 
an expression of the writer’s certainty in what they write. In Skripsi, usually it 
refers to show what the writers have found after analyzing the data. Here are the 
examples of Boosters: 
Extract 2 (Boosters) 
 “This clearly shows that this cultural gaming phenomenon has become a 
part of our society (Oslon, 2007: 3; Gee, 2004: 98), especially for people 
who lived in big city such in Jakarta which gadget and technology is part 
of our daily life.”
 This chapter deals with the research findings found in this study after the 
observation done 
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 From that statement, it can be concluded that kinesthetic indicated a signal 
of intimate space.
The third most frequent type of interactional metadiscourse is engagement 
markers that consist of devices used to address readers, either to focus their 
attention or include them as discourse participants. Extract 3 below is the example 
of Self – Mention:   
Extract 3 (Self-Mention) 
 “The researcher inquired more information about possible factors -such as 
storyline, reading passage, and dialogue texts with NPCs (Non Player 
Characters) in video games- that might caused the increasing of students’ 
vocabulary
 The writer then unifies the two result of observational field note from the 
two classes.
 The researcher encountered some findings as presented below.
All writing carries all the information about the writer. Although the most 
powerful means of self-representation is the convention of personal projection 
through first – person pronoun, it is not allowed to use I, me, and so on in writing 
Skripsi. Therefore, most of Self – Mention in Skripsi use the researcher or the 
writer.  But Hyland pointed out ‘points at which writers choose to announce their 
presences in the discourse are those where they are best able to promote 
themselves and their individual contributions’. It means that the use of authorial 
presence is a method for promoting author’s role as the individual responsible for 
the creation of the text and conveying an impression of the objectivity. The fourth 
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of interpersonal feature used by student’s Skripsi is Engagement Marker that 
explicitly addresses the readers, either to focus their attention or include them as 
participants. Here are the examples of Engagement Markers. 
Extract 4 (Engagement Markers) 
 We  can see most of students have started playing video games since they 
were in Elementary School on the 2nd to 4th grade (Q1. 40%).
 From this teacher’s modified KD, it is found that teacher perceives English 
learning activities for KD 3.8 and 4.9 should develop students’ English 
skills in writing rather than speaking. 
 View means what you can see from a particular place or position, 
especially beautiful natural scenery.
We, should and you are sub feature of Engagement Marker that is meant to engage 
reader as participant of the writing. 
The last as the least frequent of interpersonal feature used by students’ 
Skripsi is Attitude Marker. It refers to the writers’ affective toward the 
information. Extract 5 below shows examples of Attitude Marker.   
Extract 5 (Attitude Markers) 
 “Unfortunately, based on the inquiry of the students, it seems the majority 
of their parents (Q16. 60%) are not really concern with the time allocation 
of their children to playing video games.
 This, perhaps, caused by the unique storylines of the games that were 
really interesting to follow so it makes them felt curious about the further 
story of the game (see questionnaire I Q12).
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 For most of them (Q9. 65%) have thought that ranking is not something  
really important only for knowing whether they have learnt English good 
enough. 
Attitude marker refers to what the writers feel about the information. Instead of 
commenting the status of information, it conveys surprise, agreement, importance, 
obligation, frustration and so on. Moreover, it is most explicitly signaled by 
attitude verbs (agree, prefer), sentence adverbs (unfortunately, hopefully, and 
adjectives (interesting, important, remarkable). 
4.3. The Most Dominant Interpersonal Metadiscourse Markers 
The second research question is “What is the most dominant interpersonal 
metadiscourse markers used in the Finding and Discussion section of students’ 
Skripsi in English Language and Education Study Program?  In order to answer 
this question, see Figure 1 above. It can be concluded that Hedges becomes the 
most frequent (51.1%) interpersonal feature used by students’ Skripsi of ELESP 
in 2014. This result indicates that students as the researcher tend to present the 
findings to be presented as proposition that possibly open negotiation with the 
audience or the readers. Hedges also imply that a statement is based on the 
writer’s plausible reasoning rather than certain knowledge, indicating the degree 
of confidence it is prudent to attribute to it. 
Meanwhile the least frequent of interpersonal feature is Attitude Markers 
(1.1%) compare to the other features. This feature shows the writer’s affective to 
proposition that conveys surprise, agreement, importance, obligation, frustration 
and so on. Attitude markers show what the writers feel about the information 
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given to the audience or the readers. Besides, the result indicates that the 
researchers or the writers only focus to deliver the finding of research rather than 
what they feel about the findings. 
